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■ to motivate interest in Mystara in general 
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I was first introduced to Dungeons & 
Dragons during my eighth birthday. One of 
my friends gave me the red boxed set as a 
gift, and while we played a few one-offs at 
the time, that box sat in a drawer in my 
bedroom, largely forgotten, for years 
afterward. At some point my brothers and I 
began playing in earnest and the two of them 
chipped in and bought me GA2 8 The Five 
Shires for Christmas. After that I was 
hooked. I took every opportunity to plead 
and beg with my parents to buy yet another 
chunk of my beloved Mystara. .. but those 
occurrences were few and far between. 

That situation changed drastically once I got 
my first part time job after school, and it is 
also why I have a special place in my heart 
for the Hollow World. I can still remember 
walking into my friendly local gaming shop 
and seeing that boxed set for the first time. 
It was one of the first purchases I made with 
my own hard earned cash... and it was 
money well spent. 

Memories of those times have not been 
forgotten. I remember the smell of the 
books, the background music I played when 
PCs first emerged from the Broken Lands 
into the great stone bowl at Atacalpa (it was 
KaboomH! from the soundtrack of The Hunt 



for Red October), and most of all I remember 
the cacophony of plots racing through my 
skull. 

Along with substantial nostalgia, the Hollow 
World has fueled a more recent pastime of 
mine, a hobby I've taken to calling Fantasy 
Archaeology. With its early connections to 
Blackmoor, and teasing references to ancient 
cultures such as Nithia and Taymora, Mystara 
has always been a world with rich history. . . 
something that is not always immediately 
apparent to players. In the Hollow World, 
that history came to life; it drove myself, and 
countless others, to explore Mystara's 
unearthed past. A past with just as much 
potential for adventuring as the modern era's 
setting. Yet that is a topic for another time, 
and dare I say it, a future issue of Threshold! 

I am very proud of the work we've done in 
this issue of Threshold. So prepare 
yourselves! What lies below will re fire the 
imagination, for within the depths of these 
pages shines an ever burning light, the rays 
of a Red Sun... 



John Calvin (Chimpman) 
Issue 9 Editor-in-Chief 
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Argentmantle - commonly referred to as 
Leland, this author is a graphic and web 
designer by day and an avid gamer by night. 
Besides lounging in the glories of Mystara, he 
is also the site administrator for 
www. strangerskies . com , the home of Calidar 
on the web. He has written for Louis Porter 
Jr. Designs in the past on supplements like 
Magic of Neo-Exodus, written for the Silven 
Trumpeter magazine, and cleaned up after his 
greyhound Harmony. 

Even though Sturm (a.k.a. Francesco 
Defferrari ) loves any alternate world, he 
believes Mystara is incomparably the best for 
its vibrant community endlessly delving into 
ethnography, linguistics and history just to 
make a little sense of it. Something like the 
real world, but with dragons. 

Geoff Gander has been heavily involved in 
the Mystaran community for longer than he 
cares to remember. He has since been 
published by Solstice Publishing, Metahuman 
Press, AE SciFi, and Expeditious Retreat Press. 
He primarily writes horror and dark fantasy, 
but is willing to give anything a whirl. When 
he isn’t writing or toiling on a cube farm, 
Geoff spends his time reading, entertaining 
his two boys, watching British comedies, 
playing roleplaying games, and travelling. Not 
at the same time. 



Giuliano Michelon has been playing D&D 
since the late 80ies and, like many others, 
had his start with the Red Box. He soon 
moved over to AD&D and divided his 
gaming time between his favored settings: 
Mystara and Ravenloft (although playing 
more the latter). With the coming of 3e, he 
moved fully back to the first setting, Mystara. 
He collaborated with (and was a member of) 
the Overlord club in Padua, designing and 
developing D&D tournament modules for 
PadCon 2001 and several editions of 
GiocaPadova. Nowadays, he concentrates 
fully on his own gaming group, with a 
weekly D&D Mystara campaign, soon to 
switch to the 5th edition of the game. 

Havard (aka Havard Blackmoor) does 
not, contrary to popular theory, have six 
arms. When he is not writing about Mystara 
at The Piazza or is working on his Blackmoor 
Blog, he goes out raiding neighbouring 
villages like any true Norwegian. He also 
runs The Comeback Inn, a forum dedicated 
to Dave Arneson’s Blackmoor. 

I. " Meandrathel " Calvin enjoys drawing 
fantasy, and animals that can kill. Namely 
wolves, dragons, horses, and most large 
felines. Human animal hybrids are not 
excluded either; she often draws human 
versions of her favorite animals. She does, 
however, despise drawing things that are 
unbearingly cute. It’s a pretty awful thing to 
do. 
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John Calvin is fascinated by the depth of 
Mystaran history, and has always wanted to 
share that more fully with players. To that 
end he has been developing sub-settings like 
The Hollow Moon and Mystara 2300 BC. 

Joseph Setorius (aka julius jcleaver) began 
roleplaying in '79, & besides a few brief 
intervals is constantly involved in one 
campaign or another. Though a longtime 
Mystaran DM & player; including a thirteen 
year campaign throughout the eighties & 
early nineties, which helped create much of 
his material; he is relatively new to the 
Mystara online community. Besides Mystara 



he enjoys original settings & campaigns set 
in Greyhawk, Harn, and Dark Sun. A map 
loving surveyor, his other interests include 
reading, hiking, and playing/teaching piano. 

Michele "LoZompatore" C. played BECMI 
for most of his life, starting way back in 
1987. He most of all likes mixing and 
matching canon and fanon material about 
Mystara to see how many new adventure 
hooks can be churned out. In the little spare 
time away from Mystara he helps other guys 
in designing oil and gas pipelines around 
the (real) world. 




From 

che Vaults 
of Pandius 



Some features in issues of Threshold carry a “From 
the Vaults of Pandius” tagline. As one of our stated 
aims is “to promote the Vaults of Pandius and the 
material there”, we hope you will enjoy these 
revised or extended treasures from that website. 




From the 
MystaRa 
Forum at 




Some features in issues of Threshold carry a “From 
the Mystara Forum at The Piazza” tagline. Theses 
Discussion Boards are an active and dynamic home 
of creativity for the Mystara community and many 
other game worlds. We hope you will enjoy the 




The Piazza 

The Premier community 
for discussion of 



I VI Camnaien Worlds 

httP://www.thepiazza.c io.uk l»li index.PhP 
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CALL FOR CONCRIB l/CIONS 



The Threshold editorial team invites all fans 
of the Mystara setting to submit 
contributions to the next issues of the 
magazine. 

We are looking especially for contributions 
fitting the following themes: 

Issue 10 - Elves 

Proposal Deadline: Expired, but 

proposal could still be submitted if the 
author is confident that the article will be 
completed by the below deadline 
Manuscript Deadline: October 31st 2015 
Issue Published: End December 2015 

Call for proposals for main themes of 
forthcoming issues (2015): 

Isle of Dawn, Thyatis and Alphatia 

The editorial team will accept proposal on 
the Isle of Dawn, Thyatis, Alphatia and 
dependencies (Ochalea, Pearl Islands, 
Alatians, Bellisaria, Esterhold and any 
other colony). 

Ages Past 

The editorial team will accept proposals 
on Mystara’s past ages (Y’hog, Blackmoor, 
Mystara 2300 BC, Taymora, Nithia, or any 
culture or location that existed before 
present day Mystara. 



Articles about other topics are still 
welcome and the editorial team will 
evaluate their publication in an issue, 
taking into account space available 
and that issue's theme 

Threshold accepts (and invites) the 
submission of extended or revised 
versions of works having appeared on The 
Piazza or the Vaults of Pandius. 

Contributions may include, but are not 
limited to, articles (short stories, short 
adventure modules, NPCs, historical 
treatises and timelines, geographical 
entries, new monsters and monster 
ecologies, etc.) and illustrations (portraits, 
maps, heraldry, illustrations, etc.) 

The Threshold editorial team strives for 
edition neutrality, but edition specific 
articles (e.g., conversions) are also 
accepted. Statistics for new monsters and 
NPCs may be included in articles (e.g., 
adventure modules, new monsters or 
NPCs) in any version of Dungeons & 
Dragons. The editorial team also offers 
help in providing conversions to some 
specific rules set (including BECMI/RC, 
2nd Edition, 3rd edition/Pathfinder). 
However, they should be limited to the 
minimum -- for most NPCs, it is sufficient 
to mention class, level, and alignment. For 
important NPCs, a one or two line stat 
block could be included. 
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Aaron Allston's first attempts at a Hollow World Setting 



From the 
MystaRa 
Forum at 




By Havard 




The concept of a world on the inside of the 
planet filled with prehistoric creatures and 
peoples is something that has been explored 
in the world of literature and comic books 
for ages. Journey to the Center of the Earth 
(Jules Verne), Niels Klim’s Underground 
Travels (Ludvig Holberg), The Pellucidar 
Series (Edgar Rice Burroughs), The Skartaris 
Series (DC) and the upcoming Iron Sky 2 are 
just a few examples of this idea. In the world 
of Dungeons & Dragons, there was some talk 
about giving Greyhawk its own Hollow Oerth 
beyond the Land of the Black Ice. However, 
it was Mystara, then only known as the D&D 
Game World© or the Known World that was 
finally selected to incorporate that concept. 
Product Manager Bruce Heard selected 
Aaron Allston (1960-2014) to create this 
subsetting to be published as a boxed set in 
1990. While Allston had not yet become the 



famous fiction writer he would later grow 
into with his popular Star Wars novels, he 
was already a well established game designer, 
having worked with multiple companies. For 
Mystara, he had also designed essential 
products such as the Grand Duchy of 
Karameikos, the Dwarves of Rockhome and 
the Dawn of the Emperors Boxed Set. 

However, the Hollow World boxed set was 
not Aaron Allston’s first attempt at designing 
a Hollow World-like game setting. Two other, 
earlier products by Allston are worth taking a 
look at for those who are interested in seeing 
how this concept had been developing in the 
author’s mind for years before beginning his 
work on the Hollow World Boxed Set. Those 
are Lands of Mystery for the Justice Inc RPG 
(Hero Games) and The Worlds of Ultima: 
Savage Empires PC Game. 
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LANDS OF MySCERy 
( 1985 ) 




Cover to “Lands of Mystery” 



This hard to find campaign book was 
published in 1985 for the Justice Inc RPG, 
which was a rules light variant of Hero 
System. Lands of Mystery presents the Land 
of Zorandar, a world where primitive 
humans struggle for survival among 
dinosaurs. Zorandar is also home to 
ferocious lizardmen, and a despotic Roman 
Emperor with a legion of Roman soldiers in 
his service. 

The book is both a sourcebook discussing 
the Lost World genre and how to create your 
own Lost World settings with it, as well as an 
adventure allowing the characters to explore 



the world of Zorandar. This 96 page booklet 
is filled with illustrations of lizardmen, cave 
girls and other Lost World tropes and also 
contains conversion guidelines for Chill, Call 
of Cthulhu and Daredevil RPG. 

While this booklet was high quality for its 
time, some critics feel that the design choices 
used by Allston in the book have been copied 
so many times later that the book may seem 
less impressive to a modern audience than it 
would have done to those picking it up in 
1985. 

Comparing this book with the Hollow World 
Boxed Set, it is easy to note the presence of 
dinosaurs, lizardmen (Malpheggi) and brave 
natives (Neathar?) in both products. The 
Roman Legion has been replaced with the 
Milennian Empire in the Hollow World. 
Some critics felt that the Roman Legion was 
one of the elements that did not fit so 
naturally into Zorandar, but the Hollow 
World boxed set solves this by making the 
preservation of ancient civilisations a key 
feature of that setting. Beyond this, Land of 
Mystery’s section on Lost Worlds settings in 
general would have provided Allston with a 
lot of research that would have been very 
valuable for him when working on the Boxed 
Set. Zorandar and the Hollow World are 
clearly two different settings and two 
different products, but with the same author 
behind the two, it is easy to see the 
inspiration behind both. Whether the title 
Lands of Mystery had any influence on the 
eventual naming of the D&D Game World © 
setting as Mystara is not something we can 
confirm, but at the very least it is an 
interesting coincidence. 
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WORLDS OF ULCIMA: 
SAVAOJE EMPIRES ( 1 990) 




Worlds of Ultima: The Savage Empire cover 



This sequel to the popular Ultima Series 
came out in 1990. That was actually the same 
year that the Hollow World boxed set came 
out, meaning that Allston was probably 
working on the two simultaneously. It 
should be noted that Allston is credited for 
the story of the game, not its technical 
aspects. 

Unlike the other Ultima Games, Savage 
Empires is not set in the land of Britannia, 
but instead in a place called the Valley of 
Eodon. This strange valley is filled with 
various primitive tribes and different breeds 
of dinosaurs, both hostile and peaceful 
varieties. It should be noted that most of the 



tribes are most likely descended from our 
own real world, but having at some point 
arrived into this strange valley. While it isn’t 
quite explained how this all works, the valley 
of Eodon exists on our own World although 
its exact location is unknown. Its inhabitants 
have somehow been magically transported 
there from various time periods and places 
on earth. Sounds familiar yet? 

The goal of the game is to learn of the 
various stone age tribes and their jungle 
magic and find a way to fight the insectoid 
race known as the Myrmidex which have 
recently arrived to wreak havoc on the valley. 
Learning the secret behind the Myrmidex and 
their origin will allow the hero to restore 
peace in the valley. 

Again, while this is a different setting and 
universe than the Hollow World, many ideas 
and concepts are similar. Not only do we 
have the presence of stone age cultures, 
Neanderthal like Brute-Men, dinosaurs and 
magic, but even the concept of tribes being 
magically transported and preserved in both 




Savage Empire map 
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cases. There is also the presence of science 
fiction style high technology in both settings. 
Without spoiling too much of Savage 
Empires, I can reveal that it does have 
something to the equivalent of the Blacklore 
Elves, even if those takes are fairly different 
in the two incarnations. Examining the tribes 
of the Valley of Eodon, it is even possible to 
find similarities between each tribe and the 
many cultures of the Hollow World. The 
Kurak are similar to the Oltecs, the Yolaru 
are similar to the Tanagoro, the Nahuatla are 
Azcans etc. 

CONCLUSION 

A professional game designer like Aaron 
Allston certainly did not just reuse old ideas 
and throw them into the Hollow World. 
Land of Mystery, Savage Empires and the 
Hollow World Boxed Set are three quite 
different products and settings. At the same 
time, comparing the three offers a chance to 
pick at the author’s brain a little and see how 
his ideas and inspiration worked their way 
into each game. 

From a Mystara fan point of view, those 
looking for more inspiration to further 
develop their Hollow World or even Outer 
World campaigns might want to investigate 
more into these and other works by Allston. 
For the Hollow World specifically, it should 
be possible to incorporate material from 
Land of Mystery or Savage Empires directly in 
the Hollow World or simply use them as 
inspiration to get into the right atmosphere 
for a Hollow World campaign. Savage 
Empires is actually available for free from 
Gog.com 




Aaron Allston 



Reab morg on tlie Piazza 

FORUMS: 

Land of Mystery 
Savage Empires 

APPENDIX: SOURCES 

Lands of Mystery at rpggeek.com 
Prehistoric Pulp Blog 
Pino’s Guide to the Savage Empire 
Worlds of Utima: Savage Empire at Wikipedia 
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HisxroRy of ehe 

ICEVALE 
On tiie SuRface 

More than 2500 years ago, around 1700 BC, 
Glantrian elves were exploring the Broken 
Lands. During their explorations, they 
stumbled across an ancient Blackmoorian 
device, whether discarded, hidden away, or 
simply forgotten no one knows. When the 
device was discovered, through simple 
accident or curiosity, the device detonated. 
This poisoned the air and caused a deadly 
rotting sickness amongst the elven peoples. 

CilROUQil tllG DaRlLNGSS 

Driven underground by the wicked rotting 
sickness, the elven population began a long 
journey through the tunnels. Some say it was 
inspired by the immortals, others say that it 
was a matter of desperation, for the trip 
through the caverns was harrowing. With 
each day, the waste of rotting sickness 
diminished the population of the elders. 
These elves were too frail to carry on in the 
subterranean trek or succumbed quickly to 
the wasting. The youngest elves were 
poisoned by the same disease and died as 
their parents looked on, unable to do more 
than wail at the losses. Those still in the 
womb at the time of the disaster were twisted 
and deformed by it, stillborn or worse, being 
born hideous and broken. In time, even the 
adults suffered the effects of the wasting 
disease, the arduous journey, and the simple 
of attrition of their long march. This strange 
combination of casualties caused the Icevale 
population to lose almost all of its adults, 
children, and elders in a short span. 



Eale of tlie LoNely Elf 

During their wanderings through the 
deepest places of Mystara a legend has 
sprung up. There is a tale, a hushed one, 
whispered in the cruel hours when the 
floating islands obscure the sun. Our 
people came across a lone elf, amidst a 
cavern full of bodies. The rumor that 
your mother may have told is that the elf 
was mad from the pain of the loss and 
was unable or unwilling to be roused to 
join our ancestors. That tale, my child, is 
simply not true... 

Our scouts, operating far from the bulk of 
our people came across a group of elves 
in the darkest places here. We were 
happy, we were overjoyed, though they 
suffered as did we from the hideous 
sickness. We could take solace in 
knowing there were more survivors, that 
the whole of the world did not end. 
Supplies could be shared, perhaps a feast 
could be planned, no matter how meager 
in the place where the sun brightens not. 

The survivors ambled toward their kin. 
Our column of refugees raised the few 
pendants and banners of our home and 
marched to the cavern where our 
brethren had last been seen. The scouts, 
operating much closer to the main group 
came across it first. But the whole of the 
group, elves far too young to see such 
things, saw it as well. There was nothing 
that could be done that would not sear 
those images into their minds. 
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The whole group, hundreds if not a 
thousand, all lay withered by the 
sickness, or their throats cut, bodies 
hewn, or torn by spell. Sitting in the 
middle of it all was one lone elf, sorely 
wounded. He was their king, maddened 
and spent by the loss around him. 

While our healers endeavored to tend 
his wounds, our diviners conjured up 
what little magic we could muster. In 
the visions that came, they saw that this 
one elf had acted with great evil, a 
twisted sense of compassion. Rather 
than see his people suffer, the king, had 
called upon his guards to slay the 
people, then he in turn slew the guards. 
He was all that was left of his people. 




Atzian 



In their wisdom the elders recorded what 
they could on their stony deathbeds. Mortally 
wounded adults spent their last moments, 
recording the secrets of their trades or crafts, 
not wishing their loved ones peace or a 
blessed future without them. This strange 
amalgamation of knowledge and the bitter 
realities of their survival transfigured the 
Glantrian Elven culture into the culture that 
grew up in the tunnels. 

UnDgr tiie EteRNai Sun 

Guided by their immortal patron Wotan, they 
finally emerged from the darkness and harsh 
tunnels into flat plains bathed in the light of 
a crimson sun. The elven survivors, a motley 
bunch, immediately settled in and recovered 
after the terrible ordeal. The land was 
strange and alien; they encountered strange 
reptiles, creatures akin to the size and 
appearance of dragons. These creatures fit 
the descriptions that had been passed down 
from the most ancient elven traditions - the 
great and terrible ‘thunder lizards.’ Living 
near these ancient herds and their predators 
were men. Simple and savage men from the 
times before the Blackmoorian cataclysm, the 
Neathar. 

After a brief succour on the plains, the group 
turned their eyes to the north. They spotted 
the cold glimmering peaks that their people 
had left in the chill lands of Glantri. With 
purpose and a renewed vigour, the elves 
once again broke camp. This time though, 
they needed no immortal guidance to spur 
them on, theirs was a goal finally in sight of 
their keen elven eyes. 
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Unable or unwilling to sentence our own 
kin to death, even in such a dark place 
and at such a dark hour, or perhaps 
because of that, they scoured the caverns 
for remaining supplies and materials. 
They tended his wounds but bound the 
mad elven king in the dark, banishing 
him alone in the dark. 



-Tale of the Lonely Elf 

Laelithriana reciting a bit of the Icevale 
Elves’ experience within the dark lands. 



With their remnants of their culture in their 
hearts, the knowledge of crafts and trades far 
too complex for mere youths, and the few 
artefacts and trappings of their country on 
their back, the elves quickly sauntered 
through the last few days and weeks of their 
journey, until finally they arrived at their new 
home. 

In tlie Icevale 

With the trek behind them, Fredar and 
Fredara, the husband and wife guided the 
elves on settling the new lands, building 
homes and making the valleys and peaks 
their own. Finally, the elves had a land of 
their own and began the long process of 
turning the land into their home. The clan of 
elves has spread out and learned about the 
mountainous terrain. Once the necessities of 
survival had been seen to, the young adult 
elves who had matured far too much along 
the journey began the process of scribing 
and recording what they could of their ways, 
their culture, and their crafts. Collectively, 
the whole clan breathed a sigh of relief. Their 
ways and people would carry on. In 
celebration of this, they turned their 
memories back to the ancient celebrations of 
the elves on the surface and did as best they 
could to emulate the fae feel of such a 
raucous event. 

Ever since, the clan has inhabited the Icevale. 
For the first few years, the Icevale elves 
worked diligently in the constant sunshine to 
build small timber cabins to live in while they 
carved out the caverns on the sides of the 
cliffs and slopes. They honed their almost 
forgotten skills of skiing, hunting, farming, 
and woodcraft. For a few, it was the first time 
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in their lives that they could remember 
happiness and home, it was the first time that 
they could feel the cold raw air of a 
mountain wilderness. It was the first time 
they truly had a home. 




Icevale Party 



Celebrations, feasts and dances were 
common. If there was a holiday they could 
remember, the Elves of Icevale chose to 
celebrate it as passionately as they could. 
Drinking and dancing, singing and 
storytelling soon became a craft that was as 
appreciated as much as smithing or leather 
working. 

After several years in their new land, the 
Hollow World experienced a drought. The 
people that had inhabited the plains to the 
south remembered the strange travellers. 
Thinking these travellers knew of more 
plentiful game, the Neathar tribes sent 
hunting parties ranging deep into the 
mountains. At first the elves were curious. 
Watching the crude spears bring down game, 
but soon the desperation of the human 
tribesmen caused them to over hunt the area. 

New Friends and Foes 

The elves found this disrespect of nature 
abhorrent. Yet the clan leaders were 



unprepared. Of all the things that their 
ancestors taught them as they lay dying, war 
was not truly one of those things. Yes, they 
knew the elven skill with the longbow and 
sword, but they had no idea how to fight a 
protracted engagement. The young leaders 
used the skills they had learned, treating the 
whole thing as vicious pranks and lightning 
attacks. The elves used their mastery of the 
wild and their knowledge of the 
mountainous climate to wage a guerrilla war 
against the Neathar. They would trigger an 
avalanche to tear through a camp of the 
hunters, and then strike immediately after 
the confusion on skis. Eventually, the 
Neathar, fearing they awoke some vengeful 
mountain spirits retreated, telling tales that 
the hunt of game is allowed, but take too 
much and the mountains will scorn them. 

Celebrating the victory was of course a 
necessity for the Icevale Elves. It was during 
the celebrations that one couple, a pair of 
young elves madly in love, at least for that 
week, snuck off from the rest of the 
gathering to become better acquainted. This 
pair was walking through the snow when 
they came upon a lump of fur in the snow 
over a small hole. The lump of fur was a 
sorely injured mountain wolf, a she -wolf who 
had been injured by the Neathar while 
hunting for her pups. 

Upon their examination, they found that she 
could barely sit up and struggled to protect 
her den of pups. The elf couple spoke to the 
wolf in the language of the old elves, singing 
to her, calming her, and demonstrating that 
they meant no harm. After the first day, the 
couple returned, bringing the wolf a few 
scraps of raw reindeer meat. Slowly they 
earned her trust and on the third day, the 
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wolf could sit again on her haunches. They 
brought more food for the pups and slowly 
earned the strange lupine kinship that the 
Elves of Icevale keep today with the wolves 
that pull their sleds. After that, the elves of 
course threw a party. 

The elves also met the Antalians during these 
early years in the Hollow World. The 
Antalians were traveling far from home, 
when they came upon a cabin that had not 
been there before. The raiding tradition they 
were famous for got the better of them and 
they struck at the elven home. Though 
violent and sudden, they harboured little 
brutality and stole steel, gold, winter wine, 
and furs from the elves living there. Thinking 
it plentiful loot, the Antalians moved on to 
the next cabin, but found it strangely deserted. 

In the snowy peaks, the elves made ready to 
push these new invaders out of their homes. 
Striking with sleds drawn by wolves, sniping 
with arrows along rime covered tree lines, 
and using the land for trap and ambush, the 
Antalians retreated. Oddly, the next year the 
Antalians returned, this time under a flag of 
truce. They brought with them trade goods, 
strange furs, exotic spices, smoked fish, sea 
shells, and things that elves were lacking. In 
return, under a cautious eye, the elves 
invited these strangers into their homes and 
soon built up a respect for their neighbours. 
In fact, the elves threw a magnificent party to 
celebrate the victory against the raiders the 
previous year and their new friends they 
found in the Antalian traders. Of course, a 
few seasons later the Antalians would start 
the cycle all over again. 

Far stranger than the raiding Antalians is the 
first meetings that the elves had with the 



Beastmen. Whatever the events that 
transpired, the elves and Beastmen have 
taken turn attacking, defending, 
surrendering and trading with strange ebbs 
and flows that are as wild as Beastmen 
bloodlines. From these northerly neighbours, 
the elves trade steel and smithed items for 
materials, raid for it the next, have it all 
stolen back a couple years down the road, 
and then settle it all with odd diplomacy. Of 
course to celebrate their Beastmen friends, 
trade, or victory the elves planned feasts and 
festivities to commemorate the date. 

The Krugel Horde 

Only three times in the course of fifteen 
centuries have the Elves of Icevale come in 
contact with Krugel Horde. Every battle has 
been bloody, the fighting fierce and the ores 
pushed out of their lands. The animosity 
between elf and ore is the stuff legends are 
spawned from and the meetings between 
these two members of their respective races 
have been the same. The Krugel ores strike 
with their thundering cavalry, destroying and 
killing elves as they go. In time the elves 
mount vicious ambushes and terrific traps 
and force the ores away from their 
homeland. The elves follow the ores back to 
their lands, harrying the ores and in turn 
being driven out by the response of the 
Krugel Horde. Few things will anger the elves 
more so than an ore, Krugel or other, on the 
sacred soil of their mountains. 

Reign of Rimebite 

A century or so ago, during the cold summer 
nights and colder winter nights on the frosty 
slopes of the Icevale Mountains, there was 
concocted a plan both terrible and heinous. 
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An Icevale Elf had been cast out from their 
community when just but a babe. It was the 
beginning of just a few unlucky coincidences 
that led to a year of terror among the rest of 
the Icevale. The babe was found on the 
slopes by of all things a rather matronly 
white dragon. Now, not the most intelligent 
nor compassionate of the dragons, this old 
motherly sort was not about to abandon a 
babe on the slopes. Whatever her name was, 
it matters little to the tale. 

The dragon raised this twisted elf, a club 
foot, black hair, with pocked skin, and loved 
him like only a mother could. In time, a 
century or so, the even now nameless elf 
child, learned cruelty and hatred weaned 
from the poisoning tales of a very cunning 
white dragon. So venomous were her tales 
that she raised him to hate the elves. In time, 
he grew powerful as a wizard, for as a 
warrior he was too twisted by his birth to 
master. With his power, he slew his adoptive 
mother when one of her children had 
returned. He took the time and power to 
subdue that fell wyrm. A white dragon by the 
name of Rimebite. With a dragon under his 
control, this nameless elf soon rallied a few 
packs of winter wolves and tribes of frost 
giants of Kulear to his cause. His cause? It 
was simply to rule the people who cast him 
out. 

With the fierceness of someone with little to 
lose, the nameless elven outcast soon began 
to lead his strong force against the Elves of 
Icevale. Striking from the cold wintery 
snowstorms, the group of giants and wolves 
would raze settlements that would not 
capitulate, and enslaved the ones that did. It 
was soon apparent that village after village 
would fall against these cold-hearted villains. 
The elves tried their tactics, but found that 



the cold weather and rugged terrain did not 
hamper the wolves, giants, or the dragon any 
more so then it slowed them. They found 
that nothing they did could stop the 
powerful army of creatures arrayed against 
them until one young elven warrior, 
Heshalon, found the courage and means to 
stop them. 

He rallied the demoralized elves and setup 
the first military that the elves had seen since 
they had come to the land of the Eternal Sun. 
In rank and file, they met the giants and 
wolves. Reindeer used as cavalry, sleds were 
wielded as chariots, and turned the natural 
magicks of the elves against them in full fury. 
Striking on skis and dancing away the elves 
turned the tide. It wasn’t until the final 
battle, when the unnamed elf and his frosty 
mount were slain was the threat to the 
Icevale finally over. It would be a grand 
reason to celebrate if Heshalon had slain the 
beast and rider in mortal combat, but the 
elven leader was slain trying that. It was an 
unlikely thing, a timid hero, an elven woman 
of slight stature but keen mind that slew the 
white dragon and its rider, casting upon him 
spell after spell, and weathering the frosty 
breath in a winter wolf pelt cloak. She 
stepped in when Heshalon was slain, not to 
rally the army in disarray, but simply protect 
her dying brother. With the threat to their 
homeland, nation, and people vanquished, 
the elves of Icevale began a celebration that 
lasted a week with a great feast, dances, 
drinking, and singing. 

The most recent years have passed relatively 
peaceably for the elves. The Antalians and 
Beastmen trade some seasons, raid the next, 
and life in mountainous land continues as it 
has for centuries. 
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iMMORtal QruCjqg 

One of the most vicious things that the 
Icevale Elves may be responsible for is 
their own oppression at the hands of 
Rimebite and the nameless elf. Some of 
the priests of Wotan have seen that this 
was caused by the meddling of another 
immortal. If this is true, what immortal has 
a vested interest in causing them such 
harm? Unknown to most of the Icevale 
Elves is the legend of the Lonely Elf is true 
and they had stumbled upon Atziann in 
the dark tunnels. If so, Atzanteotl may 
hold a personal vendetta against them. 



PEOPLE OF EHE ICEVALE 

The people inhabiting the Icevale region of 
the Hollow World are the elves who bear the 
same name. These elves are a blond, pale 
skinned, race descended from the Glantrian 
clan that once lived in the frosty peaks of that 
region on the surface world. They migrated 
through the tunnels that snake through the 
bowels of Mystara. They are surprisingly 
strong and healthy for elves. Some have 
likened their fitness to that of the dwarves of 
Kogolor, but that would be a tall tale. The 
average Icevale elf is well-built, not the slight 
slender frame normally found on the elves. 
The very active lifestyle of the elves and high 
altitude also help the elves develop their 
hearty constitutions. 

The Elves of Icevale are a merry sort, 
celebrating and feasting whenever they get 
together. This culture of merriment is one of 
the ways that they forget the nightmares of 



their past and the price they still pay for it 
today. To keep their people strong and 
healthy, the Elves of Icevale have made the 
cultural decision to cull the sickly and 
twisted infants born as a legacy of the Rotting 
Disease they bore out of Glantri. These 
grotesque mockeries of elves are called the 
‘Silent’, a nod to the fact that they would 
have been better off stillborn. Of course with 
this in mind, the celebrations also help them 
forget the many children who are stillborn, 
coming out of the womb but never drawing 
a breath. This is part of the burden that they 
still bear for the sins of their ancestors. 

Another survival trait that has become part of 
the culture is that the infirm or elderly will 
leave the communities they are part of. They 
will gather their friends and family together, 
disseminate tales and farewells, and pass on 
whatever knowledge they carry to the ones 
staying behind. With this ‘going away’ party, 
the elves will revel in the life of the soon to 
leave, enjoying a celebration of joy to 
remember them with. Once the party or feast 
is complete, the guest of honour will leave 
the community and enjoy the solitude and 
peace of the world before passing. 

The Elves of Icevale are truly omnivorous. 
The high cold mountains make agrarian 
pursuits challenging to say the least. As such, 
a large part of their diet is formed of meats, 
cheeses, freshwater fish, dried fruits, berries, 
nuts, and a few strapping examples of root 
vegetables that eek out their existence on the 
mountain slopes. Having lived for more than 
five decades underground, the society does 
know how to cultivate mushrooms and fungi 
to augment the crops. And then there is 
honey. This summer time treat is used to 
sweeten things and make a form of mead that 
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is fermented with mushrooms and mountain 
berries. This drink is truly potent; besides 
being alcoholic it has more than a little 
hallucinogenic property to it. Now, back to 
the honey, even if the elves are on the hunt, 
they may stop at a beehive for a while. The 
elves will gather around a few combs and 
share a laugh or two, celebrate the bounty of 
nature, and then pack up a few combs for the 
rest of the community and get back to 
business. 

The average Icevale elf wears leathers made 
from reindeer they herd and the beasts they 
hunt. These garments are by no means 
clumsy or crude, as the elves have practiced 
their craft for generations. The trousers and 
jackets are fur lined whenever possible; 
sometimes they add more exotic linings like 
silk, flannel, or wool when it can be 
acquired. Cloaks and overcoats are either 
made from furs or lined with them, keeping 
off the vicious wintery air. The boots worn by 
the elves are hardened and formed leather, 
sometimes with steel for solid traction on the 
loose rock and stone, all while keeping the 
feet warm and dry. When the time arises, the 
leathers are augmented with heavier pieces 
of armour ranging from stiffened bear 
leathers to suits of elven chain. 

sociEiry of ehe icevale 

Unlike the idea of a nation of hunters and 
furriers, the elves of Icevale aren’t nomadic. 
They are an advanced steel using society that 
uses steel tipped arrows and spears, iron 
traps, and leather snares to assist with 
whatever task is at hand. The idea is that just 
because something is made of steel doesn’t 
mean it is better. The Icevale elves are 



practical and as such, they use the best, not 
the flashiest. 

Like other elves on the surface world, the 
Icevale elves have a leadership structure 
governed by their elders. These elders are 
revered until they decide to leave their place 
of governance and walk into the mountains. 
Strangely, even the most revered and 
respected Icevale Elder would be considered 
an immature adult on the surface. This has a 
lot to do with the fact that the culture was 
founded in the Hollow World by the 
memories of the survivors of the trek 
through the tunnels and most of these were 
adolescents or young adults. 

This means that the Icevale society is one of 
constant youth. Not perpetual or eternal 
youth, but one where the culture does not 
know how to mature beyond its current 
state. They are curious, fiercely individual, 
and very willing and able to learn. This is 
tempered with the awkward price that they 
pay for this immaturity. 

Elves of the Icevale have learned to find joy, 
beauty, and pleasure in all sorts of activities 
from sports to singing. This is in part to ward 
off the boredom that passing centuries can 
weigh on an elfs mind, but it is also a 
cultural tradition that sprung up in the dark 
caverns. Because of the tragic history, Icevale 
elves do have a more rapid pace than most 
elves. They try to cram much into shorter 
periods of time, in comparison to other 
elves, to strive to maintain a balance between 
relaxation and tedium. 

The tests of survival from just getting to the 
Hollow World though have created a society 
that is knit together on every level. Religion, 
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RULERSHIP 



magic, marriage, child rearing, hunting, 
crafting, and every other aspect are geared to 
the future of the race. This makes the other 
aspects of an elf s life immensely valuable as 
expressions of the individual elf s personal 
freedom and individual natures. The style of 
clothing, dancing, singing, cooking, and 
individual customizations all are immensely 
personal. What this has done is actually an 
amazing aspect of the Icevale community. 

Considering that their population had been 
decimated by the disease and flight from the 
surface, the value of an individual elf became 
so high, their companionship so valued, and 
their elven spirit so important, that 
protecting all individuals became a 
paramount concern. In turn, this created a 
strong drive to preserve the culture and 
people as a whole. Even though they are all 
fiercely independent, they value others’ 
worth to be something that brings them joy 
and would not want to diminish their own 
merriment. 

Even the Icevale pranks are a sign of their 
strange cultural immaturity. The elves are 
actually practicing military manoeuvres 
against the butt of the joke but are willing to 
simply laugh it aside. It’s a strange game of 
‘play war’ where if no one gets hurt 
(severely) or killed, the elves will invite the 
travellers for a feast or celebration. This also 
means they are constantly honing their arts 
of hunting, ambush, and wintery travel, all 
skills they need for survival in their alpine 
homes. 



Royalty 

The Icevale Elves try to practice simple laws 
and rules that are easy to understand. Clan 
leaders and towns make the decisions that 
govern and arbitrate their peoples, but there 
are times when the elves need a single ruler. 
For this they turn to the original clan of 
Icevale elves, the clan that all the others are 
descended from. This ‘Icevale’ family 
provides leadership in times of conflict or 
when a decision is necessary for the whole 
nation. They are advised by a council of 
elders from the rest of the clans, but the 
decision they make is final and solely their 
own. 

ClaNS 

The elves of Icevale are divided up into large 
groups of families, commonly referred to as 
clans. Like their Glantrian ancestors, the 
diversity of such clans is large enough to 
keep the race from suffering from 
inbreeding. In the years following the 
Glantrian accident, the elves took careful 
notes of bloodlines, not in an effort to keep 
them pure but, in an effort to keep them 
from interbreeding. The bloodlines of the 
Icevale elves are scattered across the 
mountains but still are more prevalent in the 
lands of their ‘clan’. 

In matters of law and governance, the clans 
rule over their own for most day to day 
activities. For more important rulings, say 
that affect an entire region, the clans 
involved will meet and send a representative. 
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Each clan provides a respected elder to the 
group and are careful to always maintain an 
odd number of participants without the 
ability to abstain. This insures that there is 
not a tie vote and matters are decided 
instead of lingering forever. For matters 
involving the whole of the nation, the clans 
each send an elder to advise the king or 
queen on the views of their peoples. 

The Icevale Clan are the original clan of 
elves that migrated so long ago to the Hollow 
World. The members of this clan have 
actually dwindled, with only the eldest of a 
family being allowed to keep the name 
originally. This promoted the growth of the 
younger clans to help diversify and expand 
the battered population of Elven youth into 
a full nation. 

The Argentmantle Clan is the clan that is 
now most famed for the number of wizardly 
elves it produces in the Hollow World. It 
carries a higher percentage of wizards than 
every other clan. The elves of this clan are 
also expert furriers, hunting game across the 
mountainous peaks and into the valleys 
below. They have a tendency toward solitary 
existence, wandering the woods between 
towns, trapping and hunting down animals 
for their coats. 

The Silverstreak Clan are the farmers and 
herders of the region. These elven families 
hate to be simply referred to as farmers since 
their craft is far more intense than planting a 
row of crops. They quest across the highland 
pastures tending their herds of sheep, 
reindeer, and protecting them from the wild 
predators of the region. They get their clan 
name from the wolves that have been 



adopted into their work as herd tending 
animals. 

The Steelarm Clan is the clan most 
associated with mining and ironworking. 
Their population is clustered around the rich 
ores of steel, silver, and other metals near 
Tuathar. They also produce a limited number 
of suits of fine elven chain each year, gifting 
it to the other clans and to the royal family. 
Their expertise also includes the fine 
manipulations of forging as well. A surprising 
amount of skill, subtlety, and delicacy goes 
into their craft. 

The Pinedancers Clan members are an 
anathema to what most people think of as 
elves. These are the loggers and builders of 
the Icevale elves. They have a reverence for 
the land and plants, like all elves, but believe 
that tending the forests are part of the 
natural cycle. Their carvings and bows are 
works of function combined with beauty. In 
addition, they have a nearly supernatural gift 
with herbs and concoctions, using their 
woodcraft to create poultices, salves, and oils 
to heal wounds, cure infirmaries, or poison a 
particularly deadly foe. 

The Frostwalker Clan came about as the 
scouts of the original group of migrant elves 
formed their own clan after they had 
established their new home. These hearty 
members range far and wide across the lands 
of the Icevale. Originally, they kept their eyes 
and ears open, constantly scouting for new 
threats and bringing news between 
communities. As the centuries progressed 
this tradition continues, but they have added 
a new skill to their repertoire. Oddly, they 
are the most powerful trading party amongst 
the elves, venturing so far as the Antalians to 
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the west, Neathar to the south, and 
Beastmen to the north. They travel in small 
caravans between communities, trading 
goods. 

Faivrilies 

Beneath the clans are the families. Basically, 
a grouping of everyone related by a three 
generational spread. In these groups, the 
elders give advice to the younger members of 
the family but live with the idea that the 
youth will make their own decisions, 
mistakes, and successes. Each family passes 
their skills and traditions internally, but will 
often ‘trade’ the training of a younger 
member who is disinterested in a family skill 
for one from another family or even clan. 
This helps to create strong relationships with 
the neighbouring families. 

Economy 

The Icevale Elves are a barter based 
economy. They do accept coins from 
outsiders but not always at the face value of 
them. An elf may take it as a lump of precious 
metal that might be valuable to trade. In the 
event of very large transactions, the elves will 
use an oral contract and then arrange the 
logistics of the trade later. 

In times of hardship, the elves adopt a more 
socialistic approach, sharing resources so 
that as many as possible will live better. 
Sometimes the favour can be returned, 
sometimes not. This is actually a source of 
the hospitality of the Icevale Elves. If they 
come across travellers in need, they may very 
well lead a deer to the group or leave some 



food to strengthen them. Of course, the 
pranks may happen beforehand, but the 
elves enjoy good sports. 

CJEOQRAPHy OF 'CHE 
ICEVALE 

The Icevale is an alpine land. The high peaks 
of the mountains are covered with snow. In 
fact, more snow falls on these points than 
melts during a year. Below the highest peaks 
these towering mountains have a ring of 
shale and stone, often bare or with just a hint 
of plants that cling to the surface. This area 
of terrain extends from the bottom of snowy 
caps to the treeline. About half the mountain 
is covered in usable forest or pastures, the 
other half in bare rock, snow or ice fields, 
frigid mountain lakes, or lichen fields. The 
descent into the pine covered trees that 
make up most of the forests on the 
mountainside is broken up by a pasture or 
two. Between the mountains are the valleys. 
These provide another tract of arable land 
that the natives graze their reindeer and 
plant a few hearty crops. 

The weather of the Icevale is common 
amongst the other mountainous areas of the 
world, both Known and Hollow. The sun 
shines brightly some days, nearer to the 
heavens than few other places. Yet, the place 
is cold and with a sort of emptiness to the 
air. During the summer, some of the snow 
melts filling arboreal lakes and streams, 
eventually becoming rivers below. The area 
is wracked by cold storms though. These 
range from the daily gentle snow storms in 
the winter to terrific blizzards. During the 
warmer months, the area sees a goodly 
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amount of rain to keep the game and plants 
plentiful even in times of drought. 

Dominating the mountains of the Icevale is 
Mount Svelthys. This inactive volcano towers 
above the surrounding peaks like a giant 
among gnomes. The heart of fire and magma 
has long been asleep, but every decade or so, 
it shakes and belches soot and smoke to the 
heavens. The volcano has become a natural 
place that elven elders seek out at the end of 
their days. Of course, the impetuousness of 
youth also calls many elves to the mountain 
to explore. Climbing the slope of the 
mountain is difficult as the last eruption, 
long before the elves, sheared off the 
southern and western part of the top. This 
has created a treacherous ascent in the best 
of conditions. Considering the tendency for 
nasty weather at the top of the world’s peaks, 
this makes Svelthys an almost suicidal climb. 
According to some legends, Rimebite’s 
corpse, and the corpse of his rider was 
tossed into the fiery pit at the heart of the 
mountain. If so, the fire dwarves rumoured 
to live within must have been a bit worried 
when he fell into the pit. 

Not far to the west of the Icevale is the Mid 
World Gate, this pass connects the frigid 
north to the Azcan plains below. The 
mountains are easily crossable here after 
ascending the plateau on either side. The 
volcano Gatterfang stands like a lone sentinel 
over the pass, the last part of Icevale range. 
This volcano shows none of the signs of life 
that Svelthys does. 

Not far from the mountains that the Icevale 
call home, is a quiet little pasture called Aifar, 
a giant man shaped few standing stones and 
rocky lumps break up the green fields 
nestled in the coniferous forest. It is hard to 



believe that one of the fiercest battles against 
the Nameless’ horde and Heshalon’s newly 
formed military occurred here. Heshalon’s 
sister, Laelilathra led a force of elves here to 
stop the depredations of the giants and the 
winter wolves that were threatening her 
people. The Battle of Aifar turned into a 
massacre, only the sorceries wielded by the 
elves held the giants back, and only when 
they used their most powerful magicks. If 
one looks closely at the lichen covered 
stones, they can make out the features of a 
man carved into the rocks. If someone 
studies the rocky outcroppings, they can see 
the fine details of a wolf mid stride, frozen in 
stone. 




Frost Giant Attack 
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Beyond Aifar, halfway to the Antalian coast to 
the west is a village similar to the Antalian 
ones not too far away, if not for the sheer 
size. This village, named Kulear is the home 
to a powerful frost giant chieftain, a jarl, who 
commands the giants like chiefs command 
lesser men. This settlement is composed of a 
massive wooden palisade and wooden long 
houses all cantered around a great mead hall 
in the centre. In it are no less than seventeen 
adult male frost giants, fifteen females, and 
twenty-two young. The culture of these frost 
giants is an imitation of the Anatalians further 
to the west. In fact, the frost giants here have 
even gone so far as to try and raid the Icevale 
Elves and then strike up trade with them. So 
far, this has not met with much success, 
though the elves are warming to the 
endeavours. 

COMMUNITIES OF THE 
ICEVALE 

(One of the interesting pieces of material is 
the fact that original map listed Argandir as a 
ruined city, however, in the PWA1010, it is 
listed as the largest city of the elves.) 

Argandir is the capital of the Icevale elves. 
This walled wooden city is located deep 
within the mountains on one of the slopes of 
Mount Argan. It is home to over five 
thousand elves living in the protective pine 
forest all around them. This city swells to 
over ten thousand during times of festivals 
and gatherings. With the great feasts and 
celebrations that are part of the Icevale Elves 
culture, it is no strange thought that the 
largest city is home to the biggest. 



Avair is a typical Icevale Elven community. 
Built with great care and respect to the 
natural surroundings, this city is located 
along a large stream in the middle of a 
deciduous glen. The town is home to a few 
of the greatest thinkers (and pranksters) of 
the nation and seems to birth more wizards 
than the rest of the nation combined. 

Goidec is the first stop on the Antalian 
trading route or raiding plan. This large 
elven city is protected by thick timber walls 
that are reinforced with glacial ice. Located 
on the upward rise above the plains they can 
also spot large groups of Beastmen before 
they can reach Llyr. This town is the primary 
trading post for many of the elves who range 
to the north. 

Gotlund is located closest to the Midworld 
Gate and the forests to the south. Many 
furriers and hunters come to this town to 
trade after a season. Of the Icevale 
communities it is almost less reminiscent of 
an elven town and far more similar to human 
trading post. The buildings house more than 
three hundred elves year round but these 
numbers can swell. 

Llyr is an oddly deceptive town. There is but 
one entrance into a large network of caverns 
that the elves have moved into. Here, it is 
strange to see the woodland subtlety of the 
elves built into the rock walls, but 
everywhere is it present. Llyr is located in a 
valley that is often the first place that 
Beastmen traders or raiders (depending on 
the mood) visit. Llyr is home to nearly six 
hundred elves, many of whom are shrewd 
traders and capable warriors. 
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Mag is a city left in ruins by the vicious 
fighting against the nameless elf in the past 
few centuries. Even today, there are still the 
broken ruins of buildings and mouldering 
pieces of the palisades that lay about. The 
town has been rebuilt in the centre, but is 
only home to about two-hundred elves. 

Tuathar is located nearest to the volcano 
Svelthys. This is the primary smelting and 
mining town in the Icevale. The elves here 
practice their trades of smithing for hours at 
a time, taking great joy in the goods they 
produce. The metalwork of an elven 
craftsman from Tuathar is said to be equal to 
that of a dwarven smith, luckily there are few 
dwarves in the area to argue this matter. 

MILI'CARy OF 'CHE 
ICEVALE 

The last couple centuries in the Hollow 
World have seen the rise of a martial tone in 
the nature of the Icevale Elves. This has led 
to the semi-formal creation of regional 
defenders, a militia, so-to-speak. The territory 
is divided into ten regions and in turn each 
of those regions plays host to ten squadrons. 
This puts nearly thirty five hundred of the 
Icevale’s population under arms at any one 
point. The military is strong considering its 
small size, which has been deemed large 
enough to hold out long enough to mobilize 
perhaps ten times that number if the 
situation is truly dire. Though nominally 
equipped with swords, spears, longbows, 
and chain mail, many of the soldiers make 
use of their own weapons and armour. 



The tactics employed by the elves are 
harrying in nature. They strike using natural 
terrain features and creatures as much as 
possible. Avalanches, rock slides, angry 
predators, traps, and natural barriers to 
strike quickly and then fade away. The elves 
also make use of their superior mobility in 
the mountainous terrain, skis, snowshoes, 
and sleds are as commonplace as swords. 

SkiiNQ, ReiNbeeu Cavaliry, aNb 
SNOwsiioes 

The Elves of the Icevale live in an area that 
can be very dangerous to the unprepared. 
This danger is magnified if the elven military 
is making the terrain work against an 
opponent. The elves will wear white cloaks, 
or camouflaged with magic as their outer 
world kin, and trackless move across the 
snow to strike from ambush. In a wintery 
campaign, few demi-humans or humanoids 
can match their fleetness. This is made 
possible by the use of many winter 
accoutrements. 

Elven cavalry rides on the back of the 
strongest reindeer of the domestic local 
herds. These animals are able to navigate the 
poor conditions and are hearty enough to 
survive trekking through the mountains on 
military missions. More than a few lines of 
reindeer have been bred to haul especially 
heavy loads for trade and to haul cargo. If the 
need arises, it is not unheard of for the elves 
to harness these animals to pull three person 
ski chariots. A driver will control the beasts 
as they pull the chariot sled, while the other 
two will use spears and bows to whittle 
down their opponents. These light war 
machines harry an opponent’s flanks and 
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cavalry, tying them up with surprise attacks 
and quick withdrawals. 

The elves make use of snowshoes and skis in 
their daily lives. Using them to cross 
otherwise exhausting terrain with haste. In a 
military use, this makes most of the Icevale’s 
infantry as fast on snow as the opponents 
cavalry is on good ground. This allows the 
elves to pick and choose their battles, 
engaging the enemy on terms that allow their 
tactics of hit and fade to work for them. 

MAQIC OF 'CHE ICEVALE 
ELVES 

The elves of the Icevale are not as apt to 
practice magic as their surface world cousins. 
However, they make up for this lack magical 
ability by focusing on elemental magic. Their 
magic is less subtle than some forms, but 
embraces the elven traditions of living in 
tune with nature. Icevale Elven magic is 
includes other types of magic but favours the 
elemental forms. These are all enhancing 
abilities for a wizard’s survival in the frozen 
lands. 



'CRGG Of Fuost 

A Tree of Frost is the most holy relic of the 
Icevale Elves. Like their surface world 
cousins, they use this to create powerful 
magic items. The frostbrand sword, the 
icelances, oils of cold resistance, and of 
course the hoarships. 

Like the surface world’s trees of life, the 
Trees of Frost are large trees that have sylvan 
intelligence to them. These arboreal wonders 
are always coniferous in nature, with brilliant 
blue green needles that are always frosted 
and cool to the touch. 

An Icevale elven Clanmaster, Icevale elven 
Treekeeper, and many aids will make use of 
the Tree of Frost to create magical artefacts. 

The Treekeeper will draw a single ounce of 
sap from the Tree each month, distilling it 
down to a single bluish drop of liquid cold. 
The process of a year’s worth of distillation 
only creates a single ounce of the liquid. 
Over time, the Treekeeper, Clanmaster, and 
the aides guide the tree by pruning off 
branches and needles. These are saved for 
uses in crafting the magical items noted below. 



Table 1: New Equipment 



Item 


Description 


Cost 


Encumbrance 


Snowshoes 


No penalty for regular movement on 
snow 


2 gp 


4 pounds or 40 cn 


Skis 


Allows ‘running’ movement rates on 
snow 


5 gp 


8 pounds or 80 cn 
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At)VGNtURG Note 

The Tree of Frost at the town of Mag has 
been missing since its ruination. No one is 
sure of its whereabouts and finding it 
would provide friendship with the Elves of 
Icevale for generations to come. Naturally, 
along with this friendship this would 
include an amazing feast and celebration 
beyond the other more material rewards. 



Oil of Frost 

This bluish liquid is constantly cold. The 
Treekeeper will take the distilled oil from the 
tree and drop it into a small globe of water. 
The magic of the oil freezes the water around 
the oil in a flask of unmeltable ice. The flask 
weighs just 5 cns or a half pound. When 
broken and applied, this oil grants immunity 
to cold and fire for 3 turns (30 minutes). This 
process uses a 1/12* of an ounce of the oil 
(i.e. 1 month’s worth.) 

Frostbrands 

These elven swords are forged of silver and 
steel by the Clanmaster and his aids. The 
Treekeeper will tend a forge made by the 
burning of the needles and branches 
gathered from the Tree of Frost that it will 
melt the alloy allowing a sword to be forged. 
The sword is tempered in no less than a half- 
gallon of the precious oil, sixty four ounces. 

This counts as a sword +3 of extinguishing. 
In addition, it glows at temperatures below 
freezing. W hile it is glowing it adds the extra 
talent of slowing. 



Ice Lances 

Ice Lances are crafted from the branches of 
the Tree of Frost and then soaked in a half 
gallon of the precious Oil of Frost. They must 
be fitted with a spear head fashioned by the 
Clanmaster from a shard of ice. 

This counts as a + 3 spear of slowing. Wben 
the temperature falls below freezing the 
spear always inflicts maximum damage 
against living creatures. 

Hoarboats 

To build a hoarboat, the Clanmaster and 
Treekeeper must fashion it using the 
branches from the tree, collected for a 
century as the planks. The needles are woven 
together to lash the boat together. Finally, 
when this is done, a centuries worth of the 
oil is spread across the hull on the coldest 
night of the year. 

The hoarship is then complete, able to fly 
through the air at 360' per turn with perfect 
manoeuvrability as long as the temperature 
remains below freezing. If exposed to 
temperatures above 80 degrees, the boat 
immediately starts to melt. After a turn at the 
temperatures above 80 degrees, it is reduced 
to inert wood and water. 

REFERENCES 

Map of Northern Iciria 1000 AC 
(by Thorfinn Tait)] 

Hollow World Boxed Set 

AC 1010 Poor Wizard’s Almanac & Book of 
Facts 
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The Empire of Selhomarr is a land that is 
ancient even by the standards of the Hollow 
World - so much so that it has ebbed and 
flowed several times over the millennia, and 
is built on many layers of its own ruins. The 
empire's history has had many dark chapters, 
some of which are so far back in history that 
they have been forgotten. This article 
presents a region on the fringes of the 
empire, where one of the darker chapters 
played out: The blasted ruins known as 

Illaria's Folly, where naive hope was dashed 
against the rocky shores of political 
expediency. 



HisxroRy 

Several thousand years ago, a young and very 
studious priestess of Xeron (Ixion) named 
Illaria of Annurios, daughter of Thessara, was 
approached in her rural temple by an older 
man who spoke with the smooth accent of 
someone who grew up in the capital, 
Regemnon. The man, who did not give his 
name, told Illaria that her devotion to Xeron 
- and to knowledge itself - had been noticed, 
and she could better serve her people if she 
accompanied him. At first skeptical, Illaria 
demanded proof. The man demonstrated 
magical prowess that was well beyond the 
ability of any spellcaster she knew or had 
heard of, and he shared details about her life 
that only she and her immediate family knew. 
Convinced at last that the stranger was an 




THRESHOLD: The Mystara Magazine Issue #9 




mania’s Folly 




emissary of a great power - perhaps Xeron 
Himself - Ilarria accompanied him to the 
nearest port, where a waiting vessel carried 
them beyond the frontiers of the empire, to 
the continent of Iciria. There, the pair 
journeyed overland to a secluded valley 
inhabited by peoples of a vast multitude of 
cultures - the Lighthouse. Illaria's guide, 
who called himself Rallian, explained that his 
people watched out for those who were 
driven to expand and preserve knowledge, 
and that he had selected her to join his order 
if she wished. Illaria, passionate in her faith 
but increasingly frustrated at the hierarchical, 
hidebound nature of the Church of Xeron, 
eagerly accepted. 

After training for several years, Illaria was 
sent back to Selhomarr to look out for the 
Lighthouse's interests. Armed with a more 
accurate knowledge of the history of the 
Hollow World and its peoples, she sought 
out obscure records and other treasures that 
found their way back to her order's 
headquarters, where they would be 
preserved. At first she was happy to fulfill 
this role, but as time passed she discovered 
fragments of lore that, if disseminated 
amongst the populace, might advance the 
knowledge of her people and improve their 
lives. Rallian told her all that he knew about 
the Spell of Preservation in an effort to 
dissuade her from that line of thinking, but 
all she saw were Selhomarrian treasures 
being sent to the Lighthouse to be kept 
under lock and key. Eventually Illaria's 
frustration got the better of her, and she 
secretly began sounding out her fellow 
Lighthouse operatives in the empire. A 
handful felt as she did, and they made plans 
of their own. 



When the time was right, Illaria and a half- 
dozen other Selhomarrian Lighthouse 
operatives abandoned their posts, took 
whatever treasures they had, and headed for 
a prearranged meeting spot beyond the 
“eastern” fringes of the empire, on a grassy 
plateau. There, they established a 
stronghold, where they could study the 
artifacts and other treasures they had 
recovered. Illaria also urged her companions 
to round up as many supporters as possible 
and lead them to their stronghold. The 
Lighthouse soon learned of Illaria's actions, 
and Rallian tracked them down several years 
later. He implored his former apprentice to 
return to the fold. Illaria denounced the 
policies of the Lighthouse, which she 
believed unnecessarily held the peoples of 
the Hollow World back. Realising that he 
could not break through her misguided 
idealism, Rallian left - but not before telling 
her that the Lighthouse did not tolerate 
rogue operatives. Knowing that retaliation 
was coming, Illaria urged her followers to 
fortify their position while she redoubled her 
efforts to find out if any of the treasures they 
obtained, some of which they had figured 
out, would help them against possible 
attackers. 

The Lighthouse was not idle, and used its 
connections to encourage the nobles of 
Annurios to march against a purported nest 
of bandits and insurgents on the fringes of 
their territories - in a region where no 
organised communities of any sort had ever 
been known to exist. When scouts (some of 
whom were agents of the Lighthouse) 
reported that a fortified base was under 
construction, the local army moved in 
quickly. Illaria’s stronghold - essentially a 
fortified village of roughly 200 - was not 
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nearly as formidable as described in the 
reports, but the Lighthouse’s careful 
manipulation ensured the Selhomarrian 
commanders viewed it as a serious threat. 
The armies of Annurios battered the half- 
built stronghold with catapults while Illaria 
led her people underground, and once the 
dust had cleared hundreds of soldiers were 
sent forth. 

Although Illaria and her followers were 
passionate, and many of them were 
experienced (i.e., higher-level) adventurers, 
she knew they would not last long against a 
concerted attack. Some of Illaria’s former 
Lighthouse colleagues led a defence in the 
upper levels of the underground complex to 
delay pursuit, while she led the remainder 
into the deepest levels. The delaying action 
bought her the time she needed to activate 
one of the artifacts that had been kept from 
the Lighthouse - a magical transportation 
device that had been brought to the Hollow 
World as Lhomarr sank, thousands of years 
previously, which Illaria had not had the time 
to fully study. Although the device was 
functional, it had been damaged during the 
Sinking of Lhomarr and it now required 
someone to stay behind to operate it. Illaria 
sent her remaining followers into the artifact 
and activated it, hoping they would be sent 
someplace safe. Her followers vanished and 
the artifact exploded, causing much of the 
stronghold above to collapse. Almost 
everyone who was in the complex at the time 
died instantly. Although the ruins were 
searched thoroughly, there was no trace of 
Illaria or her remaining followers - leading 
everyone to conclude that she had been 
destroyed. 



Maria ’s Artefact 

After Illaria’s disappearance, Rallian ensured 
that all records of his wayward protege were 
destroyed, and that her reputation was 
discredited - both to prevent average people 
from learning what the Lighthouse did not 
wish them to know, and as an example to his 
subordinates of the cost of treachery. Only 
fragmentary tales of Illaria now remain, and 
where she is recorded at all, she is mostly 
remembered as heretical cleric of Xeron who 
had to be destroyed for the good of the 
empire. However, Rallian was not able to 
suppress the truth entirely; some of her 
followers did manage to escape the assault 
on her stronghold and sneak back into the 
empire, where they preserved what little 
knowledge of her works that remained and 
continued it - very slowly and under a deep 
veil of secrecy. 
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Province of Annurios, 1 000 AC 

Based on Geoff Gander’s map (2009) 
Cartography by Thorfinn Tait, March 2009 
www.thorf.co.uk 
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DM INFORMATION 

The artifact that Illaria used was built shortly 
before the Sinking of Lhomarr, by a now- 
forgotten sorcerer who had foreseen the 
destruction of his homeland and sought a 
means of escape. Had it functioned 
properly, the artifact would have transported 
his entire estate and its inhabitants into a 
pocket dimension for a period of 100 years, 
during which everyone inside would be in 
stasis. After that period, the pocket 
dimension would expel its contents to the 
nearest suitable location, and the estate and 
its inhabitants would continue as before. 
Unfortunately, the artifact did not function as 
intended. Instead, it teleported itself to the 
nearest safe dimension - which happened to 
be the vortex created by the Immortals to 
transport what they saw as the best elements 
of Lhomarrian society to the Hollow World. 
The sorcerer and his estate ended up at the 
bottom of the ocean. 

The transition to the Hollow World, followed 
by thousands of years of neglect, did not do 
the artifact any favours. The Immortals were 
aware of the item but concluded that the 
Selhomarrians, now held back by the Spell of 
Preservation, would never be able to figure 
out how to repair it. By the time Illaria 
found it in BC 2500, the artifact was heavily 
deteriorated. 

The fateful conflict took place in BC 2468, 
and when Illaria used the device it 
transported her followers, but also sent her 
into a semi-ethereal state, and tied her to the 
ruins of her stronghold. She now wanders 
the ruins as a ghost; although she is not dead. 



CAMPAIQN HOOKS 

Forbidding Ruins: Illaria’s Folly is known 
to the people of Annurios as a cursed place 
visited only by the truly foolhardy, but even 
though it was destroyed certain parts of the 
lower levels of the complex could still be 
intact. The DM would have to decide what 
sort of items might await discovery, and what 
kind of dangers would await the PCs. It is 
possible that the portal that the artifact 
opened may have allowed creatures from 
another dimension to enter. What these 
creatures might be, and how they would 
react to the PCs, is up to the DM. 

Illaria’s Fate: As stated above, Illaria was 
thrown between dimensions when the 
artifact exploded, and now lives in an 
eternal, ghostly half-life. She has not aged, 
but the centuries of solitary imprisonment 
have driven her insane. She would beg the 
PCs to help her free herself, but once freed 
she would seek to win their confidence 
(perhaps with promises of sharing her 
considerable knowledge) and use them in 
her personal vendetta against the Lighthouse 
- especially Rallian (who is now long dead). 
Depending on their own moral leanings and 
ambitions, the PCs might very well decide to 
help her. If freed, Illaria would be a cleric of 
Xeron (Ixion) of 14th- 16th level. 

Illaria’s Heirs: A small cabal of 

Selhomarrians secretly carries on her work - 
that of uncovering the true nature of the 
Hollow World. They operate in a dangerous 
environment because their ideas fly in the 
face of accepted doctrine and because the 
Lighthouse has been trying - largely 
unsuccessfully - to stamp them out for 
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centuries. This has made the cabal extremely 
secretive, but also quite fervent because (in 
their view) their ideals must be important if 
the authorities are trying to silence them. 
Free-thinkers, rebels, and heretics form much 
of their membership now, and periodically 
factions splinter off to pursue their own 
ideas. It is possible that the Order of the 
Homebound (from the DM’s Selhomarr 
Sourcebook) could be one such group. The 
PCs could run into one such group, and 
become enmeshed in its plans. 

Lost Followers: The ultimate fate of the 
people whom Illaria helped escape is 
deliberately left vague. Although it is likely 
they were killed when the artifact exploded, 
it could be more rewarding to have them be 
transported to another dimension (where 
the PCs may run into them), or even to a 
remote region of the surface world. It could 
be very interesting if PCs who have visited 
the Hollow World come across an isolated 
village of strange people who claim to have 
originally come from a land with a red sun. . . 
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ANTTIQUiry OF 'CHE 
HOLLOW WORLD 

Once, it was widely believed our world of the 
Eternal Sun was a relatively recent Immortal 
creation. But in recent times our numerous 
encounters with ancient races have led us to 
believe otherwise. Mystara’s cultural history, 
both on the surface and the interior, may be 
far more ancient than previously 
hypothesized. The Hollowdeep (1), the 
Depths of the Oceans and the Floating 
Continents are home to alien and exotic 
creatures, straight out of Mystara’s ancient 
past (2). 

Notes 

1 - In the “Mvstara's Underdark?” and previous 
threads on The Piazza, and in the Shadowdeep 
Index on the Vaults of Pandius, the Mystara 
community more or less decided to call 
“Shadowdeep” and “Hollowdeep” the 
underground regions of Mystara’s Outer and 
Hollow World. 

2 - Many creatures and civilizations described in 
this article came from my “99,9999985% Mystara 
History” article, which presupposes a much more 
ancient Mystaran history than the one normally 
described in canon. 



by Francesco Defferrari (Sturm) 

EHE ABySMAL 
ELEMENTAL KINGDOMS 

Many years ago, an expedition reached the 
World Shield. Needless to say, such journey 
was unbelievably challenging, nearly killing 
all the participants. Still, the survivors 
managed to return with an incredible 
account. Evidently, the underground of the 
Hollow World is much more vast and 
intricate than we could have possibly 
suspected before this report. The authors 
state, a sea of fire lay deep below, dividing 
the Hollowdeep from the Shadowdeep of the 
Outer World. Upon this ocean of lava, islands 
dotted with mighty palaces and cities float, 
home to creatures of fire and flame; asserting 
they once dominated all Mystara. The 
expedition was just able to barely escape 
them. In other regions of the Hollowdeep, 
they discovered an ancient, shifting realm of 
Earth creatures and a subterranean sea so 
extensive its shores could not be seen. The 
sea also held inhabitants, aquatic creatures 
vaguely resembling ancient Crabmen and 
other water breathing inhabitants. 

We named these realms the Deep Elemental 
Kingdoms. We do not know yet how big such 
realms may be and how many creatures they 
might contain, nor if we will ever be able to 
establish friendly relations with them. 
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LAIRS OF 'CHE 
BURROWERS 



Above the Elemental Kingdoms, lies a vast 
layer of the Hollowdeep which contains the 
lairs of the Burrowers, the great worms that 
thousands of years ago almost destroyed the 
Hollow World, and Ka-Na (1) civilizations. It 
is well known some of the monsters still lay 
dormant in those subterranean chambers. As 
we have learnt, attempting to destroy them is 
always dangerous, as they could be too 
powerful to be dealt with once awakened. 
Leaving them be; however, could be likewise 
dangerous, as they might exert influence on 
nearby societies. This entire level of the 
Hollowdeep is mostly inhabited by Decapus, 
Fungoids, Scamilles, Wurmlings (2) and 
other bizarre creatures whom ignorants may 
consider aberrations. Yet most are intelligent 
races, vastly different from humanoid 
species, who had great civilizations in 
Mystara’s ancient past. It is true; however, 
that some among these communities have 
already been corrupted by sleeping 
Burrowers. 

Notes 

1 - I arbitrarily gave the Brute-Men this name, as 
the word they would use to name themselves. 

2 - Appears in the Savaue Coast Monstrous 
Compendium 




A Burrower 



CHE ECERNAL DARK 

Undying creatures neither alive nor dead, 
whom people of the Outer World call 
undead, live, if this verb can be used for 
them, in the Hollowdeep below Milenia, 
Nithia, Bahlor, Azca and other human 
nations. Indeed, Lighthouse scholars suspect 
their caverns are all somehow 
interconnected , but we know nothing of 
their purpose. Are they pawns of the 
Burrowers? Are they allies or adversaries of 
the Shattenalfen? We will have to further 
explore their caverns to provide answers to 
these questions. Another matter concerns the 
nation of Intua (1), which apparently is a 
branch of the Oltec civilization, living 
beneath the Olltec hills and the Schattenalfen 
caverns. We have not yet discerned if 
undead lords likewise dominate them. 

Notes 

1 - See the “INationl Intua - Kingdom of the Sun” 
thread on The Piazza Forums for more info about 
Intua: . 
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MAPPING 'CHE HOLLOW WORLD 




Above is a thumbnail of a Hollow World map drawn 
by me using the HW boxed set Planetary map and 
joining Thorfinn Tait’s Map of Iciria . Geoff Gander 
and Thorfinn’s map of Selhomarr and Robin’s Map 
of Blacklore . The scale of these maps was originally 
40 miles per hex, but I think it should be considered 
to be 60, or the Hollow world is only 5040 miles 
from pole to pole and has a circumference of 10080 
miles. In the HW planetary map the circumference 
was indicated at 11908 miles: in this case each hex 
of the Iciria’s map should be around 47 miles. I’d 
prefer a 60 miles per hex scale, with a resulting 
circumference of 15120 miles wide, which fits better 
with the size of the planet that I calculated for my 
Outer Mvstara maps . Each DM however may choose 
the scale he or she prefers. A full size version of this 
map will be also published in the Mystara forum at 
The Piazza and on the Vaults of Pandius. 



Epe EasteRN, CeNtual aNt) 
WesteRN Hollow WorID Maps 

These three maps on the following pages include 
locations described in this article, in "Who is Who in 
the Wyrmsteeth part II” in this same issue (regarding 
Hollow World dragons) and other fanon locations. 
Havard placed several canon and fanon cultures in 
his map available at The Vaults. He also gathered 
some informations on Barrik’s Vale and the Radiant 
Vale . Andrew Theisen wrote an article about the 
Anathv Archipelago (at The Vaults). 

The Central Hollow World map was mostly taken 
from Thorfinn Tait’s map of Iciria, as explained 
above, with some added canon and fanon locations, 
as per Havard’s or other suggestions. 

On the Western Hollow World map, Shahjapur 
locations were taken from Thorfinn Tait’s 8 miles per 
hex map of the island . 
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LANDS OF CHE QIANT 
INSECCS 




MUenian book depicting an Aranea 

From the Eastern Coast of Iciria to the 
Wintlian islands; including the Aerimar 
Gauntlet between Aerical and Surical, 
Northern Jomphur and the Anathy 
Archipelago; nearly all the equatorial lands of 
the Hollow World beyond Iciria support 
giant insect life. Aside from normal and giant 
insects species, several Insectoid (1) cultures 
and nations inhabits these lands. Crabmen 
and Scorpionfolk are usually counted among 
them, even if technically they are not, with 
communities and nations in the Wintlian 
Isles. Two distinct breeds of Scorpionfolk 
also inhabit the deserts of Boglucubul (2) 
and Nithia. Araneas exist on Arana (3) Island 
in the Anathy Archipelago and in Jomphur, 
while Hivebrood claim territories in northern 
Jomphur. Formian and other intelligent 
insects might be numerous in southern 
Aerical and northern Suridal, but accounts 
are fragmentary, with more surveys certainly 
needed. Reports of additional Aranea and 
Formian cultures in Iciria’ s jungles have yet 
to be verified as well. 



Notes 

1 - 1 use the term “Insectoid” to denote intelligent 
insect races. 

2 - In Krugel Horde territories, see the map of 
Iciria at the Vaults of Pandius. 

3 - Not explicit in the Hollow World boxed set, but 
I think the name gives us a definite clue as to what 
beings reside there. 



LANDS OF 'CHE 
REPCILIANS 




Dinosaurs of the Hollow World 



Dinosaurs live in many areas of the Hollow 
World, but intelligent specimens, known as 
Saurials, founded a nation on Aerical. Other 
reptilian cultures live in the Eastern 
continents. Therapsids, Gatormen, Caymen 

(1) , Troglodytes, Sis’thik, Chameleon men 

(2) , Froglins and Frogfolk (3) have their 
nations in Aerical, Suridal and surrounding 
islands. Tortles also are known to exist in the 
Anathy Archipelago. Xarypt, a nation of 
Serpentines (4), lies in Northern Suridal. The 
entirety of the Hollow World’s tropics are 
ideal habitat for reptilian species. Several 
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reptilian cultures thrive around Nithian and 
Krugel Horde territories, and also in the 
proximity of the Malpheggi swamps, beside 
the Lizardmen, Jorris (5) and Dragons which 
are the swamp’s main inhabitants. 
Troglodytes also inhabit the World Spine and 
the Azcan Mountains (6) in great numbers. 
Saurials, Gatormen (7), Ratlings and 
Neshezus (8) inhabits the Bakoto swamp 
within Tanagoro lands. 

Notes 

1 - Gatormen and Caymen appear in the Savage 
Coast Monstrous Compendium . Therapsids are 
my creation based on real word therapsids : . 

2 - Or Wallara, appear in the Savage Coast 
Monstrous Compendium . 

3 - Froglins appear in the Goodman Games’ 
2004 Blackmoor Campaign Setting, while Frog 
folk appear in DA2 Temple of the Frog, page 14 
and are described in The Vaults by Andrew 
Theisen and Jamie Batty . 

4 - Introduced by James Mishler in Davania in the 
article “The Age of Blackmoor” , in Threshold 
Issue #5. I supposed Arypt was the name of their 
empire, and gave the name to that entire region 
of Davania. Xarypt would simply mean “New 
Arypt”. 

5 - See the Savage Coast Monstrous 
Compendium 

6 - Listed in the Hollow World boxed set as 
inhabiting the mountains. 

7 - Included because the Hollow World boxed set 
lists Crocodile, Sasquatch, Weasel and Wererat as 
creatures of the swamp; yet I think Gatormen, 
Jorri, Neshezu and Ratling may be more 
appropriate. 

8 - See the Savage Coast Monstrous Compendium . 



THERIODONTIA 




Some species of Therapsids 



■CHE ANIMAL KINGDOMS 

The mountains and temperate areas of 
Aerical, Suridal and Jomphur have been 
named by Lighthouse’s explorers The Animal 
Kingdoms, as they are inhabited by several 
Demianimals (1), such as Actaeon, Cryons, 
Faenare, Goatmen (2), Gyerian, Jorris, 
Lupins, Minotaurs, Mugumba (3), Mythu’nn 
(4), Nagpas, Neshezu, Pachydermion, 
Phanatons, Rakastas, Ratlings (5) and many 
more. Additional animal kingdoms remain 
hidden among the savage lands of Iciria. It is 
common knowledge among our agents that 
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Apefolk, Bearfolk and Sealfolk live in the 
north among the Beastmen, as well as 
ancient breeds of Lupins and Rakastas, who 
also live in Neathar lands. Icirian forests and 
jungles are home to a great diversity of 
Demianimals, including Bearfolk, Boarfolk, 
Gazellefolk, Giffs, Minotaurs, Pachydermion, 
Phanatons, Rabbitfolk, Ratlings (6), 
Rhinofolk, and many races of Monkeyfolk 
and Apefolk. The World Spine mountains 
and hills are home of Rock Baboons, 
Goatmen, Saquatches and many others. 
Indeed, the Demianimals races are too many 
to list them all. As an example, the Hollow 
World hosts infinite variations of Minotaurs 
races, such as Bisontaur, Muskoxtaur (7) and 
Wisentaur on Northern Iciria; Aurochtaur 
and at least two races of Buffalotaurs in 
Southern Iciria and Jomphur. Antelopetaur, 
Gaurtaur, Yaktaur, Zebutaur inhabit 
Jomphur, while Elandtaur, Gnufolk, and 
Nyalataur exist in Southern Iciria. The same 
is true for all the others Demianimal orders 
(8), so you can encounter such races as the 
Tapirfolk (9) of Suridal, the Penguinfolk of 
the far South, or the Civetfolk of Jomphur (10). 



Notes 

1 - A term I invented here to indicate the races of 
intelligent animals, to match the term demihuman. 

2 - See the Savage Coast Monstrous Compendium 

3 - Appears in Champions of Mvstara 

4 - See the Savage Coast Monstrous Compendium 

5 - See Thunder Rift’s Quest for the Silver Sword 

6 - The Hollow World Boxed set list a variety of 
werecreatures as inhabitants of the Hollow World’s 
woods. I think Demianimals races may be more 
appropriate to the Hollow World, but werecreatures 
could live alongside Demianimals races or substitute 
them as the DM prefers. 

7 - As proposed in the "Muskoxtaurs in HW 
tundra’ thread on The Piazza 

8 - For example, these are the Mammals orders 

9 - As proposed here by Havard in the “Tapir-Folk: 
Runeguest's Morokanths on Mvstara?’’ thread on 
The Piazza Forums: 

10 - The latter two were created by me here and do 
not appear previously in canon of fanon sources of 
which I am aware. 



FLyiNQ PEOPLES OF EHE 
FLOAEINQ CON'CINEN'CS 

The Floating Continents (1) of the Hollow 
World host a variety of people and races 
capable of flight. Hiak-Lor is home to the 
Hiakrai Neathar, who astride their giant 
eagles exploit their homeland’s annual orbit 
to raid Azcan, Neathar, Krugel and Antalian 
lands, and even Aerical and Jomphur. 
Ashmorain is home to the Feathered 
Serpents. Oostdok is the flying island of the 
Gnomes. Other Floating Continents are 
inhabited by Dragons (2), Drakes, Ee’aars 
(3), Enduks (4), Faeries (3), Gargoyles (6), 
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■%J-W 




Aptera 



Harpies, Hawkfolk (7), Krollis (8), Pegataurs, 
Rocs, Shedus, Sphinxes, Pteryx (9), Pegasus, 
Red Hawk Dragons (10), Tabis and stranger 
creatures like the Apteras. The latter are a 
race of intelligent flying insects, probably 
once inhabiting the Outer world (11). A 
variety of Aerial creatures and Djinn also 
roam the Floating Islands. Beside intelligent 
species, further flying animals and beasts 
populate these continents, including 
Chimeras, Flapsails (12), Ghriests (13), 
Griffons, Hippogriffs (14), Hydras, Pterosaurs 
and Pteranodons, Tyminids (15) and 
Wyverns. In the last few decades, Outer 
World visitors in flying ships have also been 
spotted in the Hollow World’s skies (16); and 
we have now a growing concern they could 
disrupt the unique cultures of the Floating 
Continents. 



Notes 

1 - A list of the Floating Cintinents by Andrew 
Theisen can be found on The Vaults. 

2 - See my article “Who is Who in the Wyrmsteeth 
part II” about Dragons of the Outer and the Hollow 
World in this issue of Threshold. 

3 - See the Savage Coast Monstrous Compendium 

4 - See the Savage Coast Monstrous Compendium 

5 - Canon creature, also described in “Faerie 
Subtype and Faerie" on The Vaults. 

6 - As intelligent creatures, some immortal may have 
chosen to preserve them, indeed they are indicated 
as inhabitants of the Mountains in the Hollow world 
boxed set, page 30 of the Adventure Book. 

7 - Or Werehawks, as they were exterminated in 
Minrothad according to Gaz9 The Guilds of 
Minrothad. 

8 - See the Savage Coast Monstrous Compendium 

9 - They already live in the Hollow Moon, see 
“Hollow Moon Cultures: Pteryx of the Apennines” 
on The Vaults and Chimpman’s “Once in a Blue 
Moon” in Threshold issue #2, in Threshold issue #5 
I also hypothesized that some may still live in the 
Brasol mountains of Davania. 

10 - See the Savage Coast Monstrous Compendium 

11 - Created by me, already hinted at in Threshold 
issue #5, where I place some in the area of Pelatan 
in Davania 

12 - Pterosaurs, Pteranodons and Flapsails are 
described in the Hollow World boxed set. 

13 - See the Savage Coast Monstrous Compendium 

14 - Listed in the Hollow World boxed set as 
populating the mountains. 

15 - See the Savage Coast Monstrous Compendium 

16 - Heldannic Knights starts exploring the Hollow 
World in 960 AC and The Princess Ark makes her 
first exploration in 965 AC. The arrival of Alphatia 
in 1010 AC will obviously worry even more The 
Lighthouse, and will have a huge impact on the 
people inhabiting the other Floating Continents. 
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ehe floaeinq coneinenes of ehe hollow world 
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Qowon 



Qowon 



Cftijiofce* 



The position of the biggest floating continents on 
Nuwmont the 1st, as given in the Poor Wizard’s 
Almanac III, page 132. Resi and Tama annual orbits 
were inverted in page 129 and 131: I decided to 
assume the ones on page 131 are the correct ones. 
Only 8 floating continents were listed, but Andrew 
Theisen added some information (available at The 
Vaults) about the other 3 canon ones (Ashmorain, 
Hiak’lor and Oostdok. I decided arbitrarily their position 
on Nuwmont, the 1st and the orbit. Alphatia is shown 
as if the Hollow World has a circumference of 15120 
miles and each hex is 60 miles (see caption to the 
Hollow World full map). With hexes at 40 miles, the 
size of Alphatia in comparison to the Hollow World 
would be bigger and, in my humble opinion, quite 
excessive. The first diameters given in Table 1 on the 
following page appeared in the Poor Wizard’s Almanac 



III page 129, without Ashmorain, Hiak-lor and 
Oostdok, whose dimensions were in canon for 
Ashmorain and Oostdok, but I had to invent for 
Hiak’lor. When a second diameter is present, it’s the 
adjusted size the floating continent should have if the 
Hollow World has a circumference of 15120 miles. 
Also, with a bigger Hollow World the values in Table 1, 
particularly Orbital Speeds, should be adjusted 
accordingly, but for now I left the information as given 
in the canon source, even if I am not sure they are all 
correct. 

The white outline around each floating continent should 
reflect, approximately, the diameter of its shadow. 
Chijioke’s shadow is quite bigger due to its height. 

A full size version of this map will be also published in 
the Mystara forum at The Piazza and on the Vaults of 
Pandius. 
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Table / - Orbital data and other information for the Floating Continents of the Hollow World 



Floating 

Continent 


Altitude 

(mi) 


Diameter 

(mi) 


Annual 

Orbits 


Orbital 

Speed 

(mi/day) 


Shadow 

Diameter 

(mi) 


Shadow 

Speed 

(mph) 


Shadowfall 

Lasts 

(hh:mm) 


Intelligent 

Inhabitants 


Alphatia 


17 


1545 


12 


421 


1559 


17.7 


3:15 


Humans and 
others 


Ashmorain 


100 


60-76 


3 


no 


65 


4.6 


0:13 


Feathered 

serpents 


















Drakes, 


Cassia 


417 


73-92 


6 


166 


93 


8.9 


0:11 


Krollis, 

Pteryx 


















Rocs, 


Chijioke 


1378 


218-277 


5 


48 


797 


7.4 


1:353 


Gargoyles, 

Faeries 


















Ee’aars, 


Disa 


163 


181 - 230 


3 


97 


198 


4.4 


0:24 


Enduks, 

Pegataurs, 

Pegasus 


Gowon 


199 


112-142 


7 


222 


126 


10.3 


0:15 


Grondheim 
(see below) 


















Neathar 


Hiak-lor 


52 


350 


2 


63 


353 


2.6 


2:15 


humans, 

Hawkfolks 


Kjell 


154 


109 - 138 


1 


33 


118 


1.5 


0:14 


Harpies, 

Tabis 


Oostdok 


2 


40-51 


2 


67 


40 


2.8 


0:14 


Gnomes, 

Sprites 


Resi 


943 


76-96 


2 


34 


151 


3.0 


0.17 


Apteras 


Tama 


997 


69-88 


4 


71 


145 


5.9 


0:18 


Shedus, 

Sphynxes 
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QUEEN OF EHE OCEANS 




The mysterious Queen who is supposed to 
be ruler of all the Hollow World’s oceans and 
has a lair or palace someplace within the Sea 
of Rax. She is said to be an enormous sea 
dragon according to some accounts. In 
others she appears as an ancient dragon 
turtle. Yet she could even belong to a 
hitherto unknown species. Legend says she 
protects denizens of the sea when in extreme 
danger, either from natural causes or 
powerful enemies. Acanthodians (1), 
Acquatic Elves, Ammonites, Crabmen, 
Decapus, Devilfish, Dolphins, Sea Dragons 
and Dragon Turtles, Eurypterids, Sea Giants, 
Sea Hags, Sea Hermits (2), Hydraxes (3), 
Knas, Koprus, Sea Lizardmen (4), Mermen, 
Narwhals, Nautilus, Nixies, Opabinia, 
Ostracoderms, Omm-wa (5), Sealfolk, Shark- 
kin, Shimmerfish (6), Snappers (7), 
Trilobites, Tritons, Undines (8): all the 
intelligent inhabitants of the oceans and seas 
have their own legend concerning the 
Queen, and how she once saved them. Is she 



an Immortal? A Behemoth? It’s possible we 
may never find the answer to this question. 

Notes 

1 - This intelligent creature and all the following 
not included in canon Mystaran products were 
created by me in my “ 99,9999985% Mystara 
history" article and inspired by the namesake real 
world animals. 

2 - See the Savage Coast Monstrous 
Compendium 

3 - Described in the Expert set and the AD&D 
Mystara Monstrous Compendium Appendix. 

4 - Sea Lizardmen, Mermen, Nixies, Dolphins, 
Devilfish, Sea Hag and Wereseals are listed in the 
Hollow World boxed set, while the others are 
entirely my supposition. 

5 - See the Savage Coast Monstrous 
Compendium 

6 - See the Savage Coast Monstrous 
Compendium 

7 - See the Savage Coast Monstrous 
Compendium 

8 - Described in the AD&D Mystara Monstrous 
Compendium Appendix. 



DRAQON AND FAIRy 
LANDS 

The mighty dragons have their domains 
within the Hollow World as they have in the 
Outer World (1); often protecting some 
ancient races or creatures from stronger 
forces surrounding them. They are frequently 
allied with local fairies, which in the Hollow 
World normally take forms more suited to 
local culture amongst which they live (2). 
Lighthouse scholars classify dragons and 
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Fairies on the sea 



fairies together because of ancient 
similarities and ties, both usually uninclined 
to submit to the will of the Immortals. 
Furthermore, ancient legends recount both 
fought the Immortals in the ancient past. 
Therefore, It is widely believed in the 
Lighthouse that Dragons and Fairies now in 
the Hollow World not only belong to some 
ancient races rare or extinct in the Outer 
World, but they must also have made a pact 
with Ka The Preserver or other Immortals. 
This assumption has been confirmed several 
times, as dragon and fairies have often come 
to the aid of our agents on several occasions. 
Certainly there are and always will be some 
dragons and fairies amongst the most 
learned and wise sages of The Lighthouse. 

Notes 

1 - See also my article “Who is Who in the 
Wyrmsteeth part IT about Dragons of the Outer 
and the Hollow World in this same issue of 
Threshold magazine. 




2 - As the Tepictoton, described in HWR1 Sons of 
Azca and in “Tepictoton’' at The Vaults. 



'CHE MEK LANDS 

The beings known as Meks have so far 
escaped our burning desire to learn more 
about them. They seem very elaborate metal 
constructs of some sorts, but they are 
inevitably aggressive and hostile and 
obviously unwilling to let us study them. 
Only once have we spotted one of their 
mysterious masters, an insect-like creature 
vaguely resembling a beetle (1), which 
avoided our attempt to communicate with 
him, later escaping in a flying machine. The 
only definitive information remains that 
Meks are more common in the Antarctic 
regions of Iciria. Other sightings of metallic 
constructs in the southern Sea of Yr have yet 
to be confirmed (2). 

Notes 

1 - Mek are canon creatures “created by a long- 
dead race of inhuman insect-like sorcerers” (Rules 
Cyclopedia). In “99,9999985% Mystara history” I 
created the Kolemek empire in the remote past of 
Mystara to explain them. Remains of the empire 
could also still exist in southern Davania, as hinted 
in Threshold issue #5. 

2 - Such sightings should instead be related to 
Blacklore Elves, see the article by Havard in this 
same issue and also the work done by Robin in the 
“Blacklore Peninsula HW” thread at The Piazza 
Forums. 
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■CHE QIANES LANDS 



The giant 

Several areas of the Hollow World are 
dominated by Giant cultures(l). Frost Giants 
are numerous in Northern Iciria and rule a 
great kingdom (2) between Antalian and 
Icevale lands. Fire Giants live in Western 
Krugel lands, Southern Nithia, Southern 
Suridal and near many volcanoes. Cloud 
Giants are common in Northeastern Iciria 
from Neathar lands to the Ostzee, and in the 
Floating continents. Hill Giants live in 
countless areas, ranging from the Southern 
Beastmen lands to the World Spine and 
Milenia. Their culture displays the greatest 



variations from clan to clan, with some very 
civilized and others quite savage. Stone 
Giants are more common around the World 
Spine and in the eastern deserts, and in 
Suridal. Storm Giants roam from the 
Southwest and the Anathy Archipelago to 
Jomphur. Hephaestons (3) live in the 
mountains north of Milenia. Garls (4) are 
common in the eastern World Spine. Cyclops 
tribes inhabits Southwestern Iciria and the 
Anathy Archipelago. The ancient Trolls (5) 
live in several areas of northeastern Iciria, 
while Giant Trolls (6) live among the hills 
between the Krugel, the Neathars and the 
Antalians. Giant Gargoyles (7) live between 
the Traldar lands and Milenia. Lastly, a 
mysterious and reclusive nation (8) with a 
mixed population of Giants, Fairies and 
ancient Trolls is rumored to exist in one of 
the Floating continents. 

Notes 

1 - Indicated in the Hollow World boxed set as 
living in the Hills and Mountains. 

2 - Indicated in the Iciria map with Kulear as 
capital. 

3 - Canon monster, not indicated in the Hollow 
World boxed set, but they seem appropriate for 
the area. 

4 - Not listed in the Hollow World boxed set, but 
they seem appropriate for the area. 

5 - The only humanoid mentioned in the Other 
Monsters section of the Hollow World boxed set 
(Adventure Book, page 30) under “Hills”: I decided 
ancient Trolls, more intelligent and civilized than 
modern ones, could be more appropriate, as the 
trolls which inhabited ancient Grondheim as 
developed by Chimpman in the “INationl 
Grondheim thread on the Piazza Forums. 

6 - Gargantuan Trolls are listed as creatures of the 
Hills in the Hollow World boxed set. 

7 - Gargantuan gargoyles are listed as creatures of 
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the Hills in the Hollow World boxed set. 

8 - A good placement for Grondheim in my 
humble opinion, check the '‘[Nationl Grondheim” 
thread on the Piazza Forums. 



'CHE ANACHy 
ARCHIPELACJO AND 
JOMPHUR 



The area (1) is the home of a variety of 
cultures, from Colimans and Traldars to the 
Merry Pirates, Makai, Kara-Kara ores, Oteino 
(2), Dwa (3) and Kumban (4), Water Elves 
(5), the newly arrived Heldannic Knights of 
Stonehaven, the powerful nation of 
Shahjapur, Araneas, other Sea Peoples (6) 
and, some believe, Kopru masterminds (7) 
just below the waves. Indeed, the Southern 
Atlass Ocean is called the Sea of Ships, as is 
traversed by vessels of the above mentioned 
cultures and also by ships from Milenia and 
the cultures of south western Jomphur: 
Asydh (8), Paeshen (9), Varellya (10) and 
Yanifey (11). Even the cultures from the 
other side of Jomphur, Blackmoor, 
Skandaharia and Thonia (12), tend to cruise 
toward the numerous human cultures of the 
Atlass Ocean rather than the predominantly 
non-human nations of Aerical and Suridal. 
Jomphur is also inhabited by other human 
cultures, such as Afridhi (13), Peshwa (14), 
Wan (15) and Yevan (16); these nations 
having less navigational skill, but still can be 
spotted occasionally on the seas. 




Pachydermion in a Jomphurian drawing 



Notes 

1 - Many ideas taken from Andrew Theisen’s 
“Thoucjhts on the Anathv Archipelago” 

2 - Seafaring Oltecs, name created by me for the 
2300 BC setting in the topic “[Nationl Tavmora - 
Empire of the Dead" on The Piazza Forums, but 
previously supposed by Giampaolo Agosta and 
Atila Pires Dos Santos in their “A Timeline of the 
Oltec Man” 

3 - Name invented by me, based on the seafaring 
Tanagoro that populated the Pearl Islands, may 
also live in the Sea Kingdoms of the Outer World 
and be similar to real world melanesians. 

4 - Name invented by me, supposed seafaring 
ancestors of the Tanagoro who colonized Yavdlom 
and several areas of Davania 

5 - Seafaring elves, ancestors of the Water Elves of 
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the Minrothad Guilds. 

6 - A reference to the Frontierlands . as discussed 
on The Piazza Forums 

7 - A reference to Adhuza . as discussed on The 
Piazza Forums 

8 - A culture I supposed in Threshold issue #5 
could be related to Nithians, Thothians and 
Aryptians and correspond to real world Middle 
East cultures. 

9 - A culture I supposed in Threshold issue #5 
could be related to the Peshwa of ancient 
Blackmoor, ancestors of Ochalean and Yasukan 
and corresponding to real world South East Asian 
cultures. 

10 - Created by Bruce Heard in Dragon Magazine 
#157, see also here the Varellvan Timeline by 
Geoff Gander 

1 1 - In canon the exact culture of the Yanifey was 
never specified, but looking at modern Alphatia 
images, I’d link them to real world Persian culture. 

12 - Cultures from the Blackmoor campaign 
setting that should be similar to Europeans 
cultures. 

13 - Also from the Blackmoor campaign setting, 
they seem to have a culture vaguely related to 
Jennites and Yanifey. 

14 - Also from the Blackmoor campaign setting, 
they should be the ancestors of Ethengarians and 
other cultures similar to real world Mongolian 
people in Skothar. 

15 - A culture I suppose could be related to real 
world Chinese people, see also the “MORIENT 
Material Compilation vO. 1 " file at The Vaults for 
more on Oriental cultures in Mystara. 

16 - Name 1 invented here to indicate possible 
ancestors to Slavic cultures in Mystara, such as 
modern Traladarans, Yevo and Vantalians; see 
'Timeline of Norwold” and "Empire of Zuvevo" at 
The Vaults 




NATIONS OF SURIDAL 




Sea battle 



Even if Aerical and Surical are inhabited by 
Insectoid, Reptilian and Demianimal races, as 
explained above, there is also a powerful 
human nation, Selhomarr (1), allied with the 
minor nations of Suur, Nevumm, Orimul 
and Ilarnn (2). The Selhomarrians are great 
mariners, and their ships are known to have 
reached almost every coast of the Hollow 
World at least once. Suridal is also the home 
of the Elves of Evergrun, the Halflings of 
Kenaton, and the Serpentines of Xaript (3), 
all of whom have considerable mercantile 
fleets. Needles to say, all seafaring cultures of 
the Hollow World waver between raiding or 
competing with their neighbors to 
intermittent trade and cooperation. The 
Lighthouse easily recruits willing explorers 
among them. Such is the nature of human 
curiosity, even in a place like the Hollow 
World, where every being is often bound to 
her birthplace and afraid to leave his home. 



■ f (Continued on page 61)} 
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Expanded Player Options in the Hollow World 



ACkNOWlGCJQGMCNt 

This article started out as a thread at The 
Piazza , in which several forum members 
participated. I would like to thank 
maddog, Andaire, Khuzd, Big Mac, Seer of 
Yhog, and Havard for their participation in 
that discussion, and for inspiring me to 
finally revisit it and formalize it in the 
article you see today. 

Unfortunately, I was unable to include all 
of their ideas in this article, so I encourage 
you to visit the thread for yourself and to 
even expand on it! It is a topic that can 
continue to grow and mature. The Azcan 
Empire, after all, is expansive, and both 
DMs and Players should have plenty of 
territory and material to explore for years 
to come. 



IMCRODUCCION 



Right or wrong, I’ve always felt that the 
portrayal of Hollow World cultures was very 
monolithic. Beastmen populate the 
Beastmen Wastes, the Milenean Empire is 
comprised entirely of Milenians, Nithians live 
in Nithia, and very rarely do individuals from 
these diverse cultures mix. From a world 
building standpoint this may make a lot of 
sense, and I think that jives with the overall 
spirit of what the Hollow World is meant to 
be - a cultural archive, where the immortals 
can place cultures that they want to keep 
safe... and pure. 
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Unfortunately, when dealing with a role 
playing world, a world where players and 
DM work together to build a story the limited 
options for player characters can be 
restricting. Would a group of diverse players 
all want to play in Azcan lands if their 
character choice is essentially relegated to 
“Azcan” characters? Yes, building a multi- 
cultural party from disenfranchised 
individuals across the Hollow World is always 
an option, but in this article I would like to 
explore the possibility of building a racially 
and culturally diverse party, all from within 
the Azcan Empire. 

RACES 



Following is a list of races that can be found 
within the Azcan Empire. It should be noted 
that any individual considering themselves to 
be a member of the Azcan Empire, whether 
human or otherwise, will be subject to all of 
the cultural biases of Azcan citizens, as 
defined in the Hollow World boxed set. 
Individuals visiting from foreign nations will 
be subject to their own cultural biases, 
whether or not they are living within the 
borders of the Azcan Empire. 

Cueyatli (Ftiogfolk) 

Frogfolk have existed alongside the Azcans 
since before being relocated to the Hollow 
World. Their culture originated on Davania 
and dispersed across portions of Brun and 
Skothar even before the rise of Blackmoor. 
On the Outer World, along the northern 
coast of Davania and following the 
Immortal’s Arm to the southern shores of 




Frogfolk 



Brun, various frogfolk tribes were either 
conquered or assimilated by both the Oltec 
and Azcan Empires. Most frogfolk races 
descended into extinction shortly after the 
Great Rain of Fire, being extremely 
susceptible to the effects of the Wastingi. 

Nearly half the size of their human 
counterparts, frogfolk in Azcan lands are 
brightly (colored/hued), having moist skin 
with padded fingers and toes, helping them 
climb even the sheerest of surfaces. Adult 
members of the species are able to secrete 
various poisons from specialized glands 
upon their bodies. Entire guilds exist, solely 
devoted to collecting and processing these 
poisons, employed for purposes both 
mundane and nefarious. 

The size and dexterity of frogfolk, not to 
mention their uncanny ability to move 
through thick jungle terrain, make them 



1 The Wasting is a term used to denote the 
sickness and disease caused in the aftermath of 
the Great Rain of Fire. For more information 
see the Mvstara 2300 BC Campaign Setting at 
The Vaults of Pandius. 
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excellent scouts and trackers. Such skills 
often translate fairly well in urban settings, 
where frogfolk take on roles as acrobats and 
thieves. Thus, frogfolk fill this niche in Azcan 
lands, the way halflings do on the Outer 
World. 

HUMaNS 

Major human races in Azcan lands are of 
course the Azcans and Oltecs. Although 
Azcans dominate, there are several regions in 
the southeastern interior were Oltec 
populations predominate. 

Numerous Neathar tribes, primarily in the 
northeast, have been subjugated by the 
Azcans since their arrival in the Hollow 
World. Some have truly been assimilated 
into Azcan society, while others only 
accepted Azcan ways out of necessity, waiting 
for the day when they are able to overthrow 
their cruel masters. Both factions may be 
found throughout the empire, largely in less 
populated northern territories.. 

Highly adaptable, humans may excel at 
nearly any task set before them, as long as 
they devote enough time and energy to the 
endeavor. Along these lines, Azcans place 
great regard in martial efforts; many of them 
aspiring to be great warriors, though just as 
many dream of entering the priesthood. 
Mystical and arcane arts, while not shunned 
outrightly, are perceived as lesser vocations, 
though devoted practitioners do exist 
throughout the empire. 



J 

Ceutzpatli (LizaufcMGN) 

Though the Malpheggi lizardmen existed on 
the Outer World long after the Azcan Empire 
perished; enclaves exist along the southern 
and southwestern borders, where saurians 
have been accepted as citizens of the empire. 
In truth fully assimilated lizardmen no longer 
associate themselves with Malpheggi, having 
fully embraced Azcan culture. Their skills 
and talents are especially appreciated when 
dealing with their southern swamp living 
brethren. 

Malpheggi lizardmen are also tolerated 
within the empire’s borders, even if not 
entirely trusted. As mercenaries lizardmen 
are afforded certain latitudes; however, most 
Azcan citizens remain suspicious of their 
motives.. 

Lizardmen from Azcan lands tend toward 
being slightly larger than the average human; 
both in breadth of shoulder and height. 
Their scale coloration can range from dull to 
bright green, with blues being uncommon, 
and reddish hues quite rare. Occasionally 
albinos are born, but they tend to fare poorly 
under the harsh, unsetting red sun. 

Strength, persistence, and patience are all 
traits defining lizardmen, making them well 
suited to roles as warriors and mercenaries. 
Though often perceived as slow and 
dimwitted, lizardmen are just as perceptive 
as other races, though their thinking may 
seem alien. Often spiritual, many lizardmen 
serve as sagacious councilors and advisers 
among Azcans or their own kind. Within 
Azcan lands, lizardmen fill the niche dwarves 
do on the Outer World. 
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